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MINIATURE REVIEW 


Ok everyone, strap in for an extended miniature 
review...and away we go! 


First up on the block are “The Orb of Power and 
Benny the Bouncer” for the fantasy wargame 


’ by Holistic Design. Since this boxed 
set comes with two models I'll go over each 
individually. 


Benny the Bouncer is a Giant that comes out to 
beat the heck out of the miniatures of unruly 
players. Benny comes as a single piece miniature 
that stands 2 % inches from the bottom of the 
base to the tip of the spikes on his club. Mold 
lines Wer gs Se 
insignificant at | 
worst, except for 
a ‘web’ of metal 
that formed in 
the cavity where 
his left arm is 
bent. This was 
very thin and 
was cleaned up 


rather quickly 
and without 
much effort. 


There were little 
bits of flash here 
and there, but 


overall a very clean figure. Benny carries a rather 
menacing spiked club and is making a fist with his 
right hand, ready to pop someone on the head. 
He’s wearing a scale-mail shirt that is covered by 
a sleeveless jacket. His ragged pants are 
patched and stitched together and he has a 
human-sized shield over one of his knees. He’s 
also wearing a bandanna tied around his neck 
(probably someone’s tent) and he has a huge belt 
buckle. I’d have liked it to have been a Texas 
Longhorn, but nobody asked me. His base 
supports him nicely and he is centered on it rather 
well. I’m going to drop him onto a 40mm square 
base, but that’s really only my preference. He'll 
do perfectly well the way he comes. 


His facial detail 
is particularly 
nice. He looks 
just a bit 
perturbed and 
ready to smack 
some poor sap 
around a. bit. 
To the right you 
can see Benny 
painted up by 
the guys” at 
Holistic-Design. 


When compared to other giants Benny sizes up 
pretty well. He stands a bit taller than the 
Dungeons and Dragons Hill Giant and his club is 
just a hair shorter than that of the D&D Ettin. 
He’s about half the size of the quite old Marauder 
Giant that GW stopped producing years ago, 
pictured below. 


Benny is a very nice figure, especially for a single 
piece model. Quite a few models of this size are 
multi-piece figures, which usually allows for a 
more animated figure. Benny looks plenty good 
as he is. 


The second part to this box set is the Orb of 


Power. If you play Gav : of read my 


review of the game you'll know that the Orb of 
Power tools around the battlefield aboard his little 
chariot and wreaks all kinds of havoc. Sometime 
good, sometimes bad, but always interesting. 


The orb and chariot come as a multi-piece model 
as can be seen below. The Orb, two large birds 
to pull the chariot, two wheels and the structure of 
the chariot itself are included. 


It went together very easily and, like Benny, there 


was very minimal flash and | found no 
imperfections. If you look at the picture of the 
painted model you can see that the birds are tied 
to the structure of the chariot. Most of the chariot 
is sculpted to look like wood, but there are two 
large ropes that have been sculpted on at the 
front. You'll need to carefully bend these through 
the holes that you can see on the birds. The 
holes are attached to collars around their necks. 
Do this after painting the chariot and the birds 
separately and you will probably need just a tiny 
bit of touch-up work. You will be making a single 
pass through the hoop and then just wrap the 
remaining rope back around itself. Just take your 
time and be patient and it should come out fine. 


The birds come on their own bases as you can 
see above. | would suggest putting the whole 
thing on a larger base. Rather conveniently, there 
is one in the box along with all of the pieces. 


If you are a Gr ae player then | can 


definitely recommend this set for you. In addition 
to the figures, it also comes with a new chart for 
Orb of Power effects with sixty nasty, and nice, 
things that can happen to players. 


At $39.95 it might be a bit of a budget stretch for if 


ARNUe 2E 
you’re not a G : player, but there are 


still some very good uses for the models. Benny 
makes a very nice giant for any fantasy game and 
could also double as an Ogre Chieftain or possibly 
even an Ogre player character in the new edition 
of Dungeons and Dragons. If | were using the 
chariot in another game | would ditch the orb, 
which could easily find a place in a diorama, and 
drop a single goblin archer or spearman in the 
seat. 


Overall, a very nice set with quite a few uses. 


Now we'll hop across the ocean, except for those 
of you living there already, and take a closer look 
at a massive barbarian by... 


If you live in Germany you’re probably already 
aware or, if not familiar with, Assassin miniatures. 
They are a very small operation that cranks out 
usually no more than several hundred of any 
given miniature. You can order direct from their 
site at www.assassin.de or you can go through 
their exclusive North American distributor New 
Wave at www.newwavegames.com. Either way, 
| would suggest moving quickly if you want any of 
the figs as their limited casting runs could lead to 
them becoming very hard to find. 


When you compare Hack the Barbarian to other 
man-sized figures Hack simply towers over them. 
I'd say he would come in at around 7 feet tall. 
He’s carrying a sword that he must have taken off 
of an Ogre because the sword itself is easily 
larger than anormal man. 


Larger than a 
normal man, 
not a normal 
man’s’ sword, 
it's way bigger 


than any 
normal or 
even two- 


handed sword. 
As you can 
see, he is 
carrying it 

His other arm is at his side, or as 


one-handed. 
close as he can possibly get it to his side with 
muscles bulging out like some kind of steroid 


monster. | think that raising his free hand in the 
air or maybe carrying another, smaller, sword 
might have looked less awkward. 


Mold lines 
were visible, 
but they were 
smoothed 

down without 
too much 
effort. Hack 
comes with a 
metal slotta- 


base rather 
than a_ typical 
plastic one. It 
is textured a 
bit, but | did have to snip off a bit of Hack’s tab to 
get him to fit on the base properly. Hack is 
wearing a dinky little loincloth, surely hiding the 
effects of years of steroid abuse. Headband, 
armbands, and boots round out his wardrobe. 
Other than that he’s there for the world to see 
and to say that he is massive is an 
understatement. He is friggin’ huge! OK, maybe 
he’s even cartoonishly big, but how much of the 
games we play are really rooted in the real world. 
He’s a big bad-ass and | like him. 


Of the two copies of Hack that | got one had part 
of his sword not form correctly. This left a little bit 
just above his hand missing. You can see this in 
the painted photo above. 


| can think of lots of uses for this figure. He would 
be equally at home in a Mordheim warband or 
crawling through a dungeon in Heroquest. | plan 
on using him as a leader of a Sons of Kronos 
warband in Chronopia, but he would also serve 
well as a barbarian player character in Dungeons 
and Dragons. 


This miniature was on my must-have list until | 
got him. At $4.49 each and with a limited 
production run you better place your orders 
quickly! 


As a side note, or warning, whichever you like, 
some of the Assassin figures have more of a 
grown-up feel to them. Basically, that means that 
quite a few female figures minus their shirts. 


We're going to jump back to the guys at Holistic Design 
for a few to take a look at a new boxed set of pre- 
painted miniatures that they have put together. The 
‘Known Worlders’ box set comes with ten pre-painted 
miniatures for use in the Fading Suns RPG world, also 
produced by Holistic Design for you Sci-Fi RPG fans 
out there. For anyone that plays or is familiar with the 
Fading Suns setting the use of these figures will be self- 
evident. Since this is a miniatures magazine I'll go over 
a description of each figure and how it could be used in 
a more traditional table-top game sense. As a 
preamble to going over each figure I'll let you know 
about the paint jobs for the entire set. All of the figures 
come with square slotta-bases, which you'll have to 
glue them down to and flock. The minis were first 
primered white and then painted. | can honestly say 
that these are all good paint jobs, not a single ‘blah’ in 
the lot. They are not ‘Eavy Metal or museum quality 
paint jobs, but they are also not pre-painted like Mage 
Knight figures. They all have detail work and none of 
them just had a coat of paint slapped on them so they 
could be sold as painted. 


Here we go with a one-by-one look at all of the figs in 
the set and how they could be used outside of the 
Fading Suns universe. 


Hawkwood Noble 

A nice-looking figure that could 
easily double for a Warhammer 
40K preacher or he could even fit 
into a command group nicely with 
some other non-GW figs to round 
it out. 


Decados Noble 

One scary looking, rather large 
and underdressed male with some 
kind of fetish. | could possibly see 
him as a Necromutant in a Dark 
Legion army in Warzone or maybe 
a gang leader in Necromunda. 


Priest 

A good looking figure and paint 
job. This priest is holding a 
religious symbol in his right hand. 
Could easily double for a preacher 
in Warhammer 40K. 


Brother Battle (Male) 

This guy is wearing power armor 
and is armed with a pistol and 
sword. The pose is a little bit flat, 
but he could fill in as a sgt for a 
squad of marines or even non- 
power armor troops. He could also 
be used without any trouble as a 
minor hero. 


Adventurer (Female) 

This little lady could easily be used 
as a Necromunda gang member, 
possibly a Covert-Ops Specialist in 
Warzone or maybe even an 
Assassin in Warhammer 40K. Lots 
of possibilities here. 


Mercenary 

Another guy in power armor, but he 
is carrying more of a blaster-type 
gun rather than a pistol. He’s 
would be easily usable as a squad 
leader, a single mid-level hero, a 
tech-ganger, or even a security/law 
enforcement figure. 


Vorox 

A big, well larger than man-sized 
anyway, blue alien that is carrying 
a sword and rather large shotgun- 
looking projectile weapon. His 
uses are a bit harder to nail down. 
| could mix him into one of my 
Warzone Dark Legion armies as a 
Nepharite without it being too much 
of a stretch. 


Battle Brother (Female) 

Wouldn't she be a Battle Sister? A 
female adventurer with a large 
sword. The pose is kind of flat that 
doesn’t depict too much action. 
Maybe she’s just bored. Female 
ganger, maybe a member of some 
planetary militia. 


For this issue the guys at I-Kore sent me one of 
each of the new VASA Knights to review. Since 
this is a review of the figs themselves | won't 
concern you with their roles in a VASA army, but 
they are all character models with special abilities. 
First up, we have the Knight of the Fury. He can 
be seen in the picture to the right. He is wearing 
the same power armor as the Black Legion, minus 
the helmet. The facial detail is very nice, but | 


Charioteer (Female) 
Out of the bunch of ten I’d have to 
say that this is my least favorite 
model. Probably because of the 
paint job more than anything else. 
Her flesh is made up of two very 
drastically different colors. Not 
sure if it's supposed to be like that 
as part of the game background, 
but it just didn’t look too good to 
me. As with some other models in 
the set she could easily step into a 
Necromunda gang. 


Vau Mandarin 
This alien is taller than a normal 
model and looks like he might be 
concentrating on some kind of 
mental power. | would have no 
problem using him as a Nepharite 
in Warzone, probably for 
Muawijhe. 


Overall, | was very surprised at the quality of the paint 
jobs on these figs. | half-believe that they have some 
sweatshop in China cranking out painted figures. If 
you are a Fading Suns player then the $39.95 price tag 
gets you ten figures ready for use in your campaign. 
Other, more tabletop wargame players might need to 
look a little harder to find a use for each and every 
figure in the set. 


Overall, I'd have to say that this is a good set that is an 
excellent value for Fading Suns players, but one that 
can also offer players of other games some nice, non- 
standard figures. You can check out these figs and 
other related products at www.holistic-design.com 


think he would have 
looked better either 
with a full head of hair 
or completely bald. 
He’s in a pose that 
looks like he was 
walking along and 
then someone yelled 
some derogatory 
remark in his direction 
so now he’s turning 
around to go kick their 
ass. He’s carrying a 
pistol and lon Lance so definitely a close quarters 
kind of guy. There was a bit of flash on the lon 
Lance, but no visible mold lines. He also has a 


back banner that just screams “shoot mel”. 
Overall, | like this fig, but I’m going to try and 
convert him to be facing forward like he’s running 
straight at someone. 


Next up is the Knight of the 
Spirit. This is a_ female 
character (duh!) that looks to 
be concentrating on some kind 
of mental power. She_ is 
armed with a pistol and has an 
eyepiece or implant (not those 
kind!) over her left eye. She is 
wearing carapace-type armor. 
Her facial features are OK, but 
not quite as nice as the 
previous Knight. There was 
almost no flash at allon the 
model and just the smallest hint of a mold line. 


The last knight is the Knight of the Balance. 
Probably named that because he looks to be able 
to handle himself in close combat and at range. 
He looks to be wearing carapace armor under a 
large trench coat. He is standing in a combat 
stance with one sword slashing back, and to the 
left...back, and to the left (JFK movie flashback 
there). He’s also wearing an armored mask that 
leaves the back of his head exposed. Make sure 
no snipers get behind him, | guess. He also has a 
rather large rifle that goes across the back of his 


Coat. The pose is 
nicely animated, and 
as with the others 
there was very little 
flash that cleaned up 
quickly. 


Last in the batch was 
Major Kali, another 
VASA character, but 
not a Knight. She is 
wearing no armor and is even showing off a bit of 
her flat belly. Her hair is tied back into two 
ponytails and she is wearing a small hat. On her 
left side she has a scabbard for a large combat 
blade while we find a big chain gun. The gun is 
supported by a length of chain that goes over her 
shoulder, but she appears to be supporting most 
of the weight herself. 
About the same amount of 
flash on her as with the 
others and a tiny bit more 
of a mold line, but nothing 
on any of them that was a 
problem. Of all of them | 
like Kali the best and then 
the Knight of the Fury 
next. I’m not crazy about 
his pose, but as | said I'll be trying to rotate him 
forward. I'll let you know next issue if that went 
well or if it’s best to leave him be. 
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Our first battle report for this issue will feature a fight 
between the Dwarves and The Empire using the 6" 
edition rules of Warhammer. Before getting to the 
battle itself I'll give you a little of my background 
regarding Warhammer. The last time | actually played 
Warhammer was way back when the game came as a 
single hardback book. This was back around 1987-88, 
right around when Warhammer 40K — Rogue Trader 
came out. | picked up the boxed set that came next 
(plastic elves and goblins as | recall), but never really 
got into that version of the game. | completely, and 
deliberately, overlooked the next boxed edition of the 
game (plastic brettonians and lizardmen) as | didn’t 
want to play Character-Hammer. So, Christmas rolls 
around in 2000 and not only do | have toy money to 
spend, but | also find that one of our local hobby shops 
is offering the newest incarnation of Warhammer at a 
holiday discount. | figure, what the heck, if | don’t like it 
| can always part it out on eBay and recoup at least 
what | spent on it. Lo and behold....| like it, and my 
name isn’t even Mikey! I’m still not thrilled on the turn 
sequence (all of my stuff then all of your stuff), but | can 
live with it. Ok, so | like the game but | still don’t know 
what army to play. | have committed to purchasing and 
playing a single army. We'll see how long that lasts, but 
for now I’ve stuck to it. | started out looking at a 
Beastman army and if | succumb to building two armies 
I'll go with them, but they just seemed kind of cost 
prohibitive at this stage of my new-found fondness for 
Warhammer. My second choice, and the one | stuck 
with, was The Empire. But with a twist. Instead of 
regular Empire troops | decided to build my army 
around Swordsmen, well actually Sisters of Sigmar 
used in the place of Swordsmen. Additionally, | decided 
that the good Sisters would be cut off from most help 
that the Empire itself could offer and they would have to 
rely on their parishioners to help them against any 
aggressors. This meant no cavalry, and lots of cheap, 
dirty, smelly...you get the idea...troops. 


Free Companies would make up another large part, in 
numbers, of my _— army. Going on_ the 
Sisters/Convent/Religious theme | had to take 
Flagellants too. So now | have my theme in mind, time 
to get ready to fight. 


Chris and | decided on a 1500 point game. This would 
rule out a Lord character, which would have been 


Battle Reyer 


Bertha Braustfrung, but so be it. To start off with | took 
a Swordsmen regiment (Sisters of Sigmar) made up 20 
Sisters, including a Sergeant, Standard Bearer and 
Musician. | also added two detachments; a 10 man 
Crossbowmen unit and a 10 man unit of Spearmen. My 
second purchase was another parent unit of 20 Sisters 
along with a 10 man Archer unit and 10 man Spearmen 
unit as detachments. To round out my rabble | took two 
16 man strong units of Free Companies, each with a 
Sergeant, Standard Bearer and Musician. My fanatic 
element was made up of a 16 man unit of Flagellants, 
including a Prophet of Doom to lead them. OK, so now 
| have a ton of not really great guys. | do need 
something to add some punch. | decided to go with two 
Great Cannons and crew. These are kept in the 
monastery under lock and key unless something really 
hits the fan. For characters | decided to try to keep with 
my overall theme. | took a Warrior Monk as my 
General. She would be wearing Armour of Meteoric 
Iron and is armed with an additional hand weapon, two 
warhammers. | also took a Master Engineer with a 
Hochland Long Rifle to help out with the crew of the 
cannons that get such little use. Lastly, | picked up a 
Battle Wizard. More out of just a feeling that | really 
should have a spellcaster on my side of the board. 


So now | have a ton of guys with only the Flagellants 
being the only thing close to an elite unit. But on the 
other hand, | do have a ton of guys. Quantity over 
quality. Not my usual preference, but it’s what I’ve 
decided to stick with. 


Chris’ pearl of wisdom for today...” Dwarfs, because 
Humans are Just Too Damn Tall” 


When given the chance to dust off one of my old 
Warhammer Fantasy armies | jumped at the chance. 
The only question was which one: Empire or Dwarfs. 
Well | had a greater selection of dwarfs painted up, and 
Mark would be playing his empire so the choice was 
easy, here come the dwarfs! The new army book was 
out and boy did they look neat. Points wise they are 
only a little more expensive than a regular human, and 
even my basic trooper has one point higher weapon 
skill and toughness. | was hoping to rely on this and not 
the glittering temptations that fill the elite choices. Well 
to start off | had to have a battle plan. (Note: | am 
notorious for making army lists at times when | only 


Phe Coamire 


© Games Workshop 
UNIT Number 
4. Swordsmen 20 
oe C Musician 
Standard Bearer 
Crossbowmen 10 
Spearmen 10 
Swordsmen 20 
Musician 
Standard Bearer 
Archers 10 
Spearmen 10 
Free Company 16 
Sergeant 
Musician 
Standard Bearer 
Free Company 16 
Sergeant 
Musician 
Standard Bearer 
, 4 Flagellants 16 
dct = Prophet of Doom 


Great Cannon 


SeECidl 
HEtGES 


Great Cannon 


Master Engineer 
Hochland Long Rifle 
Light Armor 


Warrior Priest 
Armour of Meteoric Iron 
2™ Warhammer 


Battle Wizard 
Level 2 Upgrade 
Dispel Scroll 
Wizard's Staff 


have the army book. In this case my class was taking 
one of Texas’s many standardized tests, and instead of 
reading a book and watching my students, | crunched 
numbers and watched them try their hardest. A lot like 
dwarfs really...small, determined, and never gave up!!) 
| did not give them shields because they are armed with 
great weapons and would not be able to use them in 
hand to hand. So we come to their price, 16 dwarfs, the 
gatekeeper, the standard, and the musician come to 


10 


MWS BS S T W | A LD Cost 
4 4 3 3 3 1 4 1 #7 155 
4 3 3 3 3 1 3 1 7 80 
4 3 3 3 3 1 3 1 7 60 
4 4 3 3 3 1 4 1 #7 155 
4 3 3 3 3 1 3 1 7 80 
4 3 3 3 3 1 3 1 7 60 
4 3 3 3 3 1 3 1 7 105 
4 3 3 3 3 1 3 2 7 
4 3 3 3 3 1 3 1 7 105 
4 3 3 3 3 1 3 2 7 
4 2 2 3 4 1 3 2 = 10 188 
4 2 2 3 4 1 3 3 = 10 

100 

100 
4 3 4 3 3 2 3 1 7 77 
4 4 3 4 4 2 4 2 8 103 
4 3 3 3 3 2 3 1 7 135 


190 points. ONLY 190 points, well that just smacks of 
wanting a 50 point runic standard, the Rune of 
Slowness. To protect this short steamroller of death | 
chose the one unit that will not run away: Dwarf 
Slayers. These little guys will gladly die to protect their 
comrades’ flank. They are unbreakable, have two hand 
weapons, and will fight to the very last dwarf. 150 
points bought me twelve and a musician and standard. 
Now was time to buy my heroes. A dwarf thane would 


© Games Workshop 
UNIT 


Warriors 16 
Musician 
Standard Bearer 


Veteran 


CORE 


Crossbowmen 14 


Standard Bearer 
Thunderers 14 
Musician 
Veteran 


Slayers 

SPECIAL Musician 
Standard Bearer 
Giant Slayers 

Hammerers 16 

Standard 

Musician 

Gatekeeper 

Rune of Slowness 


Small Cannon 
Rune of Forging 


RARE Flame Cannon 
Thane 
Light Armor 
Rune of Gromril 
Rune of Striking 
Rune of Speed 


HER@ES 


Runesmith 
Gromril Armor 
Shield 
Rune of Stone 
Master Rune of Balance 
Rune of Cleaving 


be leading my army form the security of the hammerers. 
Dwarf characters get real expensive real fast. The 
thane was 55 points, and | decked him out with the 
Master Rune of Gromril (25 points) giving him a 1+ 
armour save. Survivability is what | look for in a 
dwarven general. A mere 10-point Rune of Striking 
gave him a +1 weapon skill and the Rune of Speed 
made his initiative on par with men. His weapon skill 
was now inflated to the point that weapons skill 3 
creatures need a five or six to hit him. Man, this guy is 
not going anywhere, unless of course his squad does. 
The greatest weakness of the dwarfs has to be the lack 
of magic. To counter this | took a Runesmith. These 
are not cheap. A naked one costs 70 points. For eight 
points | gave him gromril armour (4+ save), and 2 more 


Number 


11 


M wWS BS S T W |! A LD Cost 
3 4 3 3 4 1 2 1 9 155 
3 4 3 3 4 1 2 1 9 166 
3 4 3 3 4 1 2 1 «9 229 
3 4 3 3 4 1 2 1 «10 180 
3 5 3 4 4 1 3 2 «10 
3 5 3 4 4 1 2 1 «9 
3 5 3 4 4 1 2 2 9 
135 
140 
3 6 4 4 4 2 3 3 9 97 
3 5 4 4 4 2 2 2 Q 155 


points supplies a shield. He gets a higher point allowance 
for runic items and | plan to use this to my advantage. 
(Note: Of course he can take more. For the sake of Pete 
he makes the stupid things. 


| decided that the foot troops would advance up the 
center with missile and cannon fire shooting from the 
flanks. Well to start off my miniature choices for missile 
troops is a little restrictive, so | made it simple...| took 
ALL of my crossbowmen and thunderers. Thirteen 
crossbowmen with a standard started me off with 166 
points spent. With their 30” range | was hoping to deploy 
them where if | won first turn | could shoot things even in 
my opponents deployment zone. Twelve thunderers with 
a champion and a musician would take care of things up 


Flame 


Warriors 


nnon 


X-Bow 


Slayers 


Thunderers Hammerers 


Swordsmen 


Deployment 


close. They receive a +1 to hit at short-range meaning | 
hit the average man on a 3+ and wound on a 3+. They 
weren't cheap though, but | feel they were worth every 
225 points they cost. Now for my brave core troops that 
would trundle their way across the killing zone to bring 
death to the enemy. To start this shopping adventure off 
| chose 16 dwarf warriors all decked out with a 
champion, standard, and musician. No use buying 
twelve, go for the full 16 when selecting these units. 
This squad was a mere 169 points. Boy this really does 
make those thunderers look expensive. To truly anchor 
the center | added a 16-man unit of hammerers. These 
guys are rock hard!!! If you add the army general to the 
unit they become stubborn. Honestly | wasn’t sure what 
that means, but it sounded way cool. 


| can see it now, “What do you mean | have to leave it 
behind just because the Thane doesn’t want to be out 
done!! Fine, see if he gets anymore fine armour from 
me and my lads!!!) | took the master Rune of Balance 
to help in the magic phase. | takes a power dice away 
from the opponents pool and places it in my dispel pool. 
What a bargain at 50 points. For 20 more points | can 
increase his strength by one with the Rune of Cleaving. 
Well | totaled everything up and discovered that | had 
300 points left to spend. | decided it was time for the 
big guns...the really big guns. A cannon with the Rune 
of Forging soaked up 135 points. That Rune of Forging 
is a must. The Flame cannon is one of my favorite 
miniatures (The old style one, of course.) and has some 
of the most fun rules. There went another 140 points. 
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Left over points allowed me to buy 2 giant slayers for 
my slayer squad to give them a little more punch when 
they reach hand to hand. 


And awaaaaaay we go! 


Looking at the deployment map above you'll see that | 
have Chris outnumbered in units and a quick look back 
at the army rosters you'll see that | also have a 
significant numbers advantage in terms of guys on the 
field. Of course, loads of my guys are pretty friggin’ 
weak. 


Before the game itself even starts | think to myself that | 
have already screwed up in my deployment. I’ve 
bunched too much stuff too close together and have left 
myself little maneuvering room. 

Going from left to right my battle line consists of the 
Flagellants behind a Free Company, a Swordsmen 
parent unit with a Spearmen detachment in front of 
them and a detachment of Crossbowmen behind them. 
Why are they behind them, because I’m a moron that’s 
why! 

My other Swordsmen (Sisters of Sigmar) parent unit is 
flanked by Archer and Spearmen detachments. My 
Battle Wizard lurks behind the second group of Sisters. 
My Great Cannons are positioned up on some hills. 
They are probably one of the few good starting 
positions that | have dropped down. My last Free 
Company is off to the right of the cannons. 
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Chris won the roll to go first and promptly shifts each of 
his infantry units, the Hammerers, Dwarf Warriors and 
Slayer, over a bit to try and reduce the effect of a 
diagonal cannon shot through his_ ranks. The 
Thunderers come down from the hill. 


The Dwarven Crossbowmen take shots at my Great 
Cannons. Nine shots pour into the area. Four 
crossbow bolts manage to fly true, but all hit a heavily 
armored cannon. Quite luckily, a single wound is 
caused to one of the cannons. The small dwarven 
cannon (There’s certainly a good pun that would fit here 
about small dwarven cannons, but I'll pass) takes aim at 
one of my Spearmen detachments, but the bouncing 
ball plows into two crossbowmen standing behind them 
killing one of them. The flame cannon lines up its target 
and misfires! Oh, a break of luck right off the bat. | 
wish for something truly catastrophic but I'll gladly live 
with the result that comes up. The flame cannon 
cannot fire this round or next. OK, | gotta take a swipe 
at the dwarves. You know that the flame cannon had to 
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be invented by some drunken (duh!) dwarf that had 
nothing but beans and broccoli to eat for days and who 
just happened to have a torch handy...... 
In an attempt to counter my rather pathetic deployment 
| try to shift one of my swordsmen units along, with their 
detachments, more towards the center of the board. 
Both Free Companies and the Flagellants surge 
forward to start the dwarf tossing. 


My archers open up on the Thunderers and despite 
needing 6’s to hit they manage to wound and kill one of 
the little guys. One of the great cannons hurls forth a 
cannon ball at the Slayers and pounds two of them into 
the ground. The Dwarf Warriors get nailed by the other 
cannon and see three of their mates get bowled over 
like pins. Just for good measure the Master Engineer 
takes aim and puts a round into the Standard Bearer of 
the Slayers, dropping him in mid-step. Unfortunately, or 
very characteristically if you ask Chris, the Slayers don’t 
panic. 


Cannon 


Great 
Cannons 


Turn [wo 


Turn two starts off with Chris giving the order to halt 
across his entire line of troops. The stunties decide to 
hold their ground and wait for me. 


The small cannon erupts again, this time killing three 
swordsmen. The Thunderers level their hand guns and 
open fire into the Free Company that is advancing upon 
them. Six of the rabble are killed and the rest panic, 
turn tail, and run. The Dwarven Crossbowmen shoot at 
a detachment of Spearmen and drop two of them. 


With one group of Free Company running away, my 
Crossbowmen decide to wet their pants and run 
completely off of the field of battle. To keep from 


cursing too much I'll be glad that the Archers and 
Spearmen that were close to them decided to stay in 
the fight. 


| try to even up the rest of my forces and start to make 
my push down across the board. 


Two more Slayers get pounded into jelly by one of my 
cannons and the other comes up short when Dwarf 
Warriors. Shooting at dwarves, came up short, get it?!? 
My crossbowmen just took off, | have to do something 
to cheer myself up. 
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Turn Three 


Chris orders his Hammerers and Dwarven Warriors to 
advance towards the humans. Other than that, the rest 
of the dwarves hold still. 


The flame cannon, oh crap, belches forth a terrible 
cloud of smoke and flame at the leading unit of 
swordsmen. Seven of them fall, or run around 
screaming while they burn to death, and the rest panic. 
OK, | can’t blame them. If | just saw the guy standing 
next to me catch fire and melt | would haul ass too. But 
those pansy crossbowmen, | must beat some sense 
into them! Chris’ cannon misfires when trying to hit the 
Flagellants, but he has a rune that allows a re-roll. The 
resulting shot sails over the fanatics and slams into the 
Free Company behind them, killing three. The 
crossbowmen fire at the advancing Free Company and 
kill two. To end Chris’s fire for this turn his Thunderers 
kill three of the Flagellants. They are too caught up in 
the upcoming end of the world to care so they just keep 
on coming. 
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My crispy swordsmen rally and my Flagellants, 
Spearmen, and one Free Company close in on the 
dwarves. Everything else behind them is still in kind of 
a mess after the flame cannon made me respect fire 
like a caveman with a burning loincloth. 


| have to put a hurt on Chris’ flame cannon, but it won’t 
come this turn. One of my cannons tries, but misfires 
(and me having degenerated into a complete doofus 
had declared that my Master Engineer would fire his 
own weapon this turn instead of helping out the crew) 
and cannot fire this turn. The other cannon fires at the 
dwarven warriors and they stand around calling each 
other names as the cannon ball sails over the dwarves. 
Of course, the Master Engineer that should have been 
tending to the crew misses the shot that he takes. 
Being very spooked by the effectiveness of the flame 
cannon the archers take shots at it and watch their 
arrows just plink off of it. 
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Turn Four 


Chris’ Slayers charge into a group of Spearmen 
while his Warriors and Hammerers move up a bit 
and shift over. The Flame Cannon toasts six 
archers, but they decide not to run away in a 
panic. The small cannon tosses a bowling ball at 
the other group of swordsmen and manages to kill 
one of them. The Handgunners shoot at the 
approaching Flagellants and manage to kill three 
of them. Recognizing that the death of their 
comrades is simply the will of Sigmar they stand 
their ground. To end his missile fire the Dwarven 
Crossbowmen open up on the Free Company that 
is approaching. A massive volley of shots hits 
eight of them and kills five. Like the archers the 
Free Company stays in the fight. In the HTH 
phase the Slayers just unload on the Spearmen. 
The entire front rank is wiped out and the dwarves 
don’t take a single hit in retaliation. Amazingly, 
the surviving Spearmen stick around. 


Knowing that | have to put some heads to bed my 
Flagellants charge the Handgunners, the Free 
Company that just got shot up charges the 
Crossbowmen and a unit of Swordsmen charges 
the Hammerers. | look at Chris in disgust as he 
tells me about the Rune of Slowness that the 
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Hammerers have which causes the Swordsmen to 
fall short of their target. | cast Portent of Far on 
the Free Company that just charged the 
Crossbowmen. My cannons roar, well sort of, as 
one of them misfires (out of commission for this 
turn) and the other destroys the Flame Cannon 
and kills three dwarven crew. My archers let fly at 
the Hammerers, that | should have been in frickin’ 
HTH with, and manage to kill two of them. The 
combat between the Free Company and the 
Crossbowmen is a disaster. | kill one dwarf and 
three militiamen bite the dust. Oh, did | forget to 
mention that they run like hell too?!? The 
Crossbowmen are able to restrain themselves 
from pursuing. The leftover Spearmen / Slayer 
fight results in one dead dwarf, while the 
Flagellants tear through the Handgunners and 
overrun those that are fleeing and make contact 
with the remaining artillery crew. In a showing of 
true army loyalty, well as much as can be 
expected today, my Wizard breaks back towards 
my deployment zone, but my Swordsmen are OK. 
Oh does it ever suck to suck! 
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Turn Five 


The Slayers, Warriors and Crossbowmen initiate 
charges against the pitiful lone Spearman that is 
standing in front of them. He runs like, well, like 
lost of short, fat guys with axes are trying to kill 
him. The Slayers and Warriors re-direct into the 
Swordsmen and the Crossbowmen head into the 
Free Company, which runs even farther away. 
The Slayers and Warriors combine for six wounds 
on the Swordsmen who panic, and flee, and are 
run down. 


No shooting for Chris this turn as all of his crew 
are either dead or tied up in combat with the 
Flagellants. 


On my turn my remaining viable Swordsmen and 
Spearmen charge into the Dwarven Warriors. 


My shooting phase results in less than 
spectacular shooting. | have a cannonball land 
right on top of some poor dwarf. Making him very 
dead, but doing nothing else. My Archers take 
aim at the Hammerers and manage to get three 
hits, but the one resulting wound is saved. 


The Dwarven Warriors fight it out with my 
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remaining Swordsmen and Spearmen and my 
Swordsmen are wiped out, but the Dwarf Warriors 
end up losing the combat and panic. They try to 
run, but their stubby little legs just don’t carry them 
far enough. They are run down by the Spearmen 
who now find themselves fighting the Dwarven 
Crossbowmen. 


Being a bit to close to the combat the Dwarven 
Hammerers decide to panic and head back to 
their deployment zone. 
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Turn Six 


Not a whole lot of action to call in the final turn of 
the game. 


The Slayers moved up and the Hammerers 
rallied. The fight between the Flagellants and the 
remaining crew proved fruitless. My Spearmen 
break and are overrun and destroyed by the 
Crossbowmen. 


| manage to cast Storm of Cronos. Four Slayers 
and 2 Crossbowmen are hit with a grand total of 
one dead dwarf. My Archers fare just as well and 
manage to kill a single Hammerer. My single 
piece of good news this turn comes when both of 
my cannons fire at the Hammerers. One shot 
goes way long, that was not the good news, but 
the other smacks into them. The shot kills three 
of the stunties and sends them running in a panic. 
My Flagellants swing away in vain at the dwarven 
artillery crew. Again, no hits worthy of talking 
about take place. 


And so it ended. After totaling up victory points 
we found that the game had actually ended in a 
draw. You have no idea how OK | am with that 
result. 
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Had we gone another turn or two I’m not really 
sure what might have happened. My forces were 
in pretty sad shape, but Chris took his lumps also. 


| would expect that my Flagellants could have 
moped up the artillery crew, well maybe not as 
they just couldn't close the deal, but let’s assume 
that they could. They would then head into the 
Hammerers. | have no doubt that Chris would 
send his Slayer towards my cannons. They would 
probably take apart whatever they ran into on the 
way there. My archers and his Crossbowmen 
would likely trade shots and maybe, just maybe | 


could maneuver the remnants of my Free 
Companies into either the Slayer or the 
Crossbowen. 


Oh, who am | kidding? My Flagellants would 
strike out like the Bad News Bears and the rest of 
my guys would run to the hills. 


Happy with a draw? You betcha! 


Epilogue 


Chris’ Conclusion - It appears we fought to a 
draw. A very close fight to say the least. Mark 
was severely hampered by his initial deployment, 
and | was not courageous enough to get my 
hammerers into the mix. That being said | am 
very happy overall with how my units did. The 
weapon skill 4 and toughness 4 allowed units who 
are not meant for hand to hand to win a combat of 
two. Let’s recap each squad. The crossbowmen 
were able to snip from afar and when they finally 
got charge they broke the unit that charged them. 
| am very pleased with them on a point for point 
basis. The thunderers were devastating up close. 
They just ripped through whatever they shot at. 
Their problem was that they were eventually 
targeting a squad that would not break. Obviously 
they were not going to be able to kill them all. 
They made a valiant stand and died because of it. 
The flame cannon was a dream come true. 
Whoosh!!! There goes a squad. Whoosh!!! 
Another one. Wonderful mini. Excellent rules. 
The slayers proved much more powerful then their 
naked bodies appear. (Yes, | have one of the old 
Citadel ones and he IS naked.) My Runesmith 
was not anywhere near as strong as | expected 
him to be in hand to hand. Yes, he is an anti- 
wizard, but still he is a dwarf. The unit of warriors 
getting charged in the flank was bad. | should 
have charged in with my hammerers as they 
would not have used any negative modifiers to 
their leadership and would have stuck it out. This 
cost me a win. | need to be more decisive and put 
the hammerers where they could actually do 
some damage. With them not seeing hand to 
hand | effectively wasted 240 points of a squad. 
My general was also tooled up to be a hand to 
hand fighter, and he too did not make it. Played a 
little differently this army would be a force to be 
reckoned with indeed. | look forward to playing 
my dwarfs again. Maybe we can play a big siege 
game or something of the sort. Good game and 
fun all around. 


Mark’s Musings — | am unbelievably happy that | 
was able to pull out a draw. My deployment was 
terribly, but it could have been disastrous. | was 
surprised that Chris did not commit his dwarves 
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earlier on in the game, but they could have been 
overwhelmed by the sheer number of troops | 
had, well, at the start anyway. The Flagellants did 
just fine and | was pleased with the performance 
of my artillery. Other than that | guess I'll stay 
with being happy that the battle resulted in a draw. 
| think that more experience with the army and the 
new version of the rules will lead to a better 
outcome in future battles. I'll be sticking with the 
basic concept of this army, but tweaking it a bit for 
the future. There is no reason that they should 
have taken the field without a Captain with a battle 
banner. Choosing to not having a Lord choice, or 
playing a larger game, may seem strange to 
some, but | liked it just fine. OK, so | like the new 
version of Warhammer. The real question now is 
can | stop myself from buying a second army? A 
Beastman army sounds very appealing 
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Dawn came too early for the boys in Enforcer 
Grachus’ legion. The seasoned vet patted Rex 
unconsciously, and pointed at the far hill. An 
enemy gun emplacement loomed over the lip, 
poised to fire into his convicts. The junkers 
looked out over the far too open terrain, and said 
silent prayers as the first mortar shell howled 
through the air and impacted in the side of a 
nearby hill. Mud and wet sod made soft sounds 
as it splattered against their battle shields. 
Against their good judgments, but with the ever- 
present threat of neural execution, they plodded 
forward toward the oncoming Viridians. 


Sergeant O’Malley’s exo-suit puffed exhaust as he 
and his squad pumped across the field in mighty 
hydraulic strides. The squad made for some 
cover in a burnt out building, just as a gigantic 
enemy Korvus assault walker stepped into the 
clear and volleyed into them. Chips of concrete 
and sparks plinked off of them, and O’Malley 
ground his teeth against each other. In response, 
he waived to their own walker and it two-legged it 
behind a group of convicts. With most of the 
welding and repairs having been done by 
untrained prisoners while in the field, Grachus’ 
Korvus looked like some rusted jigsaw puzzle as it 
stalked toward its less-scarred cousin. With a 
loud clanking, the gauss cannon on its chin 
gradually started to spit into a group of advancing 
marines. The lightly armored humans scattered 
as soon as the first flechette round tore into one of 
them, spinning her like a top and ending her life in 
a spray of gore. 


Retaliation was swift. The Viridians had placed an 
assault platform behind a small cover of rocks, 
and the armored marines manning it yanked the 
tarp off and hopped into the firing chair. With a 
few minor adjustments and a crackling thump, the 
gauss cannon thrummed ammunition into the 


21 


giant construct. Sharp rounds slammed into the 
pinion mount for its weapon, and light blue sparks 
showered the ground. 


The group of convicts danced around the sparks 
falling from the walker, and they showered 
buckshot at the gauss emplacement. The metallic 
cloud ripped up grass and sparked off of the 
durable assault marine armor, but with little other 
effect. The emplacement’s commander radioed to 
his supporting unit in the bushes nearby. 
Seconds later, a group of highly trained assault 
marines took kneeling positions behind a fallen 
tree, propping their gauss rifles on it for better aim 
into the convicts. Rifle rounds sang outward, but 
seemed of little effect at this range against their 
raised shields. 


With sadistic glee and chemically heightened 
valor, three pairs of suicidal penal bombers 
sprinted toward them, gripping their ripcords 
tightly as they ran. Behind them jogged one of the 
infamous Enforcers, probably nearby to insure 
bravery and obedience. As they ran forward, a 
single shot split the air and splattered brain and 
skull fragments all over one of the suicide 
bombers’ running mates. A headless corpse rose 
two or three feet into the air and backwards at the 
force of the sniper’s bullet. A group of grunt 
marines had popped out from behind the gun 
platform and only had a decent enough shot for 
the squad’s sharpshooter. Completely oblivious 
to his partner's demise, the remaining suicide 
bomber continued to run toward the assault 
marines with reckless abandon. 


Across the battlefield, a dozen more convicts 
plodded forward under Grachus’ watchful eye. 
They saw the bobbing heads of the viridian scout 
mounts over the wall, and fired a few shots 
sparingly into them. Having not actually even 


scratching any of them, the scouts burst out from 
behind the wall and galloped at breakneck speeds 
toward the convicts. Even with the sway of their 
jungle lizards and the range closing so fast, the 
scouts’ rifles managed to bring down two of the 
shield bearers. This was much to Grachus’ 
disliking, but it added to his distemper. He 
grabbed the reins of his mount and kicked Rex 
deep in the sides. Rex growled and snorted, but 
then pushed toward the scouts in a powerful 
charge. Grachus lowered his blasters at them, 
steering Rex expertly with his knees, and rained 
anti-matter death into them as he bellowed curses 
and profanity. Two scouts died from blaster fire, 
and the other three managed to turn their mounts 
to face him as Rex smashed into them. Grachus 
planted the barrel of one of his blasters in a 
scout’s face before pulling the trigger, and Rex 
had the throat of another’s lizard spilled out over 
the grassy ground in seconds. The last remaining 
scout held on to his reins in terror, while the 
kicking and panicking mount planted a clawed foot 
into Grachus’ leg. He howled in pain as blood ran 
from the deep wound, but anger was easily more 
powerful of a stimulant than pain, so he continued 
to struggle against the last scout. 


The convicts watched as Grachus and Rex tore 
into the scouts. Their sergeant ordered the volley 
into the fray, hoping to kill them both without too 
great of an explanation to the Warden Prime later. 
Just as they started to take aim, a great explosion 
erupted from within them and junker bodies and 
smoking shields were cast about. A second 
mortar shell had found its mark, and brought the 
squad of nine to a single pair of men in a split 
second of flame and shrapnel. The two survivors 
looked at each other, then looked at the very busy 
Enforcers around the battlefield, and spun on their 
heels to leave. No one would ever even know 
they were gone, as far as they cared. Better to 
run a coward than die a brave man. 


The junker Korvus rattled off a few shots, 
surprisingly, from its damaged weapon. A single 
gauss flechette toppled one of the three marines 
manning the gauss cannon platform, and the 
remaining two scurried to make up for the loss. 
Even without the help of their comrade, they still 
managed to sheer off great gouts of armor and 
hydraulics from the enemy Korvus’ leg. It rocked 
as if it were to topple onto the convicts, but 
remained upright. 
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The convicts pushed forward and split into two 
chains wrapping around a hedgerow. Just as they 
started to tire from jogging, a group of a half 
dozen or so shock marines scythed their way out 
of some woods and barreled into them. Grape 
gunfire filled the air, and vibroscythes shorn 
through armour, flesh, and bone alike. The battle 
cry was heard throughout the squad, and so were 
the death throes of the untrained soldiers from 
lronglass. 


Under the cover of their fellow convicts’ screams, 
O’Malley ordered the charge into the busy shock 
marines. The exo-suits’ churned black smoke as 
their stocky legs pounded them into the viridians, 
their grape guns killing two marines and only one 
fellow inmate (an acceptable loss) as the distance 
closed into hand to hand fighting. 


O’Malley grabbed one of the shock marines by the 
arm with his enormous cestus, and grinned at the 
soft crack as he swung the viridian soldier 
backwards like a rag doll. One of his thermal 
lance tips grazed another marine, but with enough 
pressure to cause the thermite to react with a 
hissing pop. Flame and bits of smoldering 
thermite ate through the powerful negatron shield 
and dissolved the shock marine’s arm just above 
the elbow. In the frenzied charge only one exo- 
suit fell to viridian counter-attack, but the shock 
marines were left a bloody pile of writhing 
wounded on the soft loamy soil. As the next order 
began to creep out of O’Malley’s blood splattered 
lips the crack of gauss cannon fire split the air 
above their heads, followed by the muffled sound 
of their crack Korvus pilot being torn in half inside 
his cockpit. O’Malley looked up and saw a 
glowing hot rend in the cockpit’s armor, a stream 
of blood running down it’s chin from the wound 
like the Korvus itself was bleeding. O’Malley 
turned and looked to see the enemy walker 
stomping toward his unit, the cockpit looking down 
upon them like some giant metal bird of prey. 
Before he could sound the evasive orders, two of 
his half-dozen soldiers sucked in their last 
breathes as railroad spike sized _ flechettes 
shredded their organ cavities. 


Elsewhere on the battlefield, the remaining suicide 
bomber reached the tree in which the assault 
marines were hunkering behind and reached for 
his ripcord. For a split second he faltered, and_ it 
was just long enough for the 


marines to pop up and riddle him with chain gun 
ammunition while their gauss rifles dropped the 
next closest pair of psychotic kamikaze soldiers. 
The third pair proved to be just too many of them, 
and they leapfrogged over the tree. In mid-leap 
one of them yanked on his cord and engulfed the 
entire unit of marines and his partner (who looked 
a little frightened as the wave of flame washed 
over him) leaving nothing but a smoking crater in 
its wake. The enforcer continued forward, firing a 
few useless shots at the gauss 
emplacement...knowing he was well out of his 
blaster’s range. As he ran toward the enemy, he 
disappeared in a plume of rocks and soil as yet 
another mortar shell showered him with fragments 
of hot metal. 


Grachus reared back in Rex’s saddle and fired a 
few shots into the last scout’s chest, knocking him 
off of his mount. Without a handler the scout’s 
beast kicked away, but succeeded to knock Rex 
over and Grachus with him. The aged enforcer 
felt his leg snap under Rex’s enormous weight, 
and bellowed at his mount to right itself. Rex 
hopped back up, but Grachus was unable to 
continue to fight this day with so bad of injuries. 
He ordered the retreat, and spun the massive 
lizard toward the camp. 


As O’Malley heard the order to run away, he felt 
the rush of fury and adrenaline course into his 
head. His temples pounded with rage as he 
commanded his unit to charge into the enemy 
Korvus. Their massive cesti tore away great 
strips of armor like a child peeling a banana. It 
attempted to lash out with one of its enormous 
legs, but managed only to give O’Malley the room 
to slam two of his shoulder mounted lance tips 
into the struts carrying the knee. The thermite 
melted immediately through the metal and the leg 
snapped like a twig carrying an elephant. It 
toppled into the side of a hill, and the cockpit filled 
with fire from the inside. 


Two more of his unit fell to incoming gauss 
cannon shots from the emplacement, and 
O’Malley knew he must make it to them if he was 
to win this battle. He took great strides; harmless 
gauss rifle flechettes bouncing off of his heavy 
exo-suit. He charged through the marines at the 
base of the hill. Three of their numbers were 
crushed by his cestus, and another was riddled 
with holes by his spiraling grape gun by the time 
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he found his way past them. The _ sniper 
attempted to get his autopistol out of its holster, 
and was consumed by a _ thermal lance’s 
explosive. O’Malley felt immortal as he crushed 
and destroyed the weak Viridians as he moved 
amongst them like a juggernaut of junker 
technology. He bellowed laughter at Grachus’ 
cowardice, and screamed of his heroism to the 
corpses and wounded he tossed aside. He raised 
his face to the sky and pronounced his greatness 
so everyone would know his nearly single-handed 
victory where Grachus would have accepted 
defeat. 


He howled and laughed so loudly that he never 
even heard the telltale crackle of a gauss 
accelerator launching the very shot that killed him. 
The gun emplacement was so close that the 
flechette didn’t actually slow down when it passed 
through his chest and exploded out of him. His 
laughter was cut off by the sharp suction of his 
collapsed lungs, and replaced with the hiss of 
steam from the shorn boiler that was previously 
on O’Malley’s back. The sheer weight of the exo- 
suit kept the junker standing even after most of 
him spilled out from the baseball-sized wound 
coring his center. Without the boiler or someone 
controlling the hydraulics, the arms of the suit 
were still raised to the sky like some silent prayer. 


The Viridians left him there, still standing as a 
dark reminder of what they were capable of. 


He was a monument to viridian excellence. But 
most of all, he was an example of the fate that is 
junker justice. Swift, brutal, and unforgettable. 


This was a stylized, but accurate, accounting of 
an actual 750 point game of VOID. 


Bryan Steele 


GAME 
REVIEW 


Close Action by Clash of Arms Games and Miniature 
Ships by Portsmouth Miniatures and Games 


Basics 

Close Action: The Age of Fighting Sail Volume 1 by 
Clash of Arms (http://;www.clashofarms.com) is a 
tactical ship board game set in the Age of Sail (1740 - 
1815). Close Action is a board game that lends itself 
easily to play with ship miniatures. 


The Close Action box contains a 42-page rulebook, 4 
game cards with all the tables necessary to play the 
game, and a scenario book with 25 historical scenarios. 
It also includes 2 folded geomorphic maps with a 
superimposed 1/2" hex grid, seventy ship counters, 
and140 markers. Two d6 and two d10 dice are included 
as well. 


The game scale is 1 hex equals 67.5 yards (30 hexes 
equal a nautical mile); one game turn equals 200 
seconds (3 1/3 minutes); and each ship counter 
represents a single ship. 


Each player controls one or more ships and has a ship 
data sheet for each. The sheet provides displays for 
damage, gunnery, and movement. Movement is 
simultaneous, each player plots his moves on the lower 
portion of the ship data sheet. Gunnery is also 
simultaneous and is plotted after movement. Damage is 
recorded on the data sheets and the effects are applied 
to the ships on the following turn. 


Presentation 

The rulebook is soft bound with the rules presented in 
two columns. The rules are illustrated with many 
informative diagrams. As this is a game in the classic 
war game style, the rules are very dry reading. 
However, they are concise and well organized. 
The rules are structured for easy reference during game 
play. The back of the rulebook has the complete 
sequence of play. 


The standard rules cover ship movement, gunnery, 
boarding actions, and crew quality. In addition, there 
are rules for signaling between ships, towing, 
anchoring. A few optional rules are included to cover 
impulse movement, voluntary surrendering, limited 
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information, fatigue, and historical gunfire limits. A 
ratings system and tournament rules are also included. 


The author has placed numerous quotations from 
historical figures in the rules at suitable places. This 
lends an air of realism to the presentation. 


The scenario book is of the same format as the 
rulebook. Each of the twenty-five scenarios is presented 
with historical background as well as all the pertinent 
data required to play the scenario. Every ship that took 
part in the historical action is given. The scenarios are 
rated for a minimal number of players and an optimal 
number of players. There are scenarios that range from 
2-player all the way up to 18 for the truly ambitious. 


The counters and markers are full four-color printing. 
The ships are rendered from an overhead view. The 
charts are legible and printed on card stock in four 
colors. 


Storyline 

Close Action is a historical game and, as such, is based 
on European history from 1740 until 1815. Most of the 
scenarios in the Scenario Book are set during the 
Napoleonic War. A significant number of the scenarios 
occur in the Mediterranean around time of the Battle of 
the Nile (1-2 August 1798). 


Forces 

The game provides information for ships from four 
nationalities: United States, Great Britain, France, and 
Spain. In addition to historical scenarios, Close Action 
provides information for Design-Your-Own 
engagements. Data is presented for representative 
ships from each nation. Each ship has a point value 
based on the ship and its crew quality. The point values 
can be used to create balanced forces for non-historical 
engagements. 


Theater of War 

Most of the historical scenarios occur in the 
Mediterranean, except for a few that occur in the Indian 
Ocean and the Atlantic. A map on the back of the 
Scenario Book shows the location of all the scenarios. 


The game has rules for both gunnery (ship to ship 
fighting) as well as boarding actions (melee combat). 
Historically, ships would pound on each other until one 
was so damaged that a boarding action could win the 
day. 


As such, the majority of the game concentrates on 
gunnery. Boarding actions only occur after a ship has 
been softened up. This is due to the bloody nature of 
hand-to-hand combat aboard ship. A ship is only 
boarded when it no longer can fire its guns effectively or 
when it has run afoul of another ship. 


Much of the game is fire and maneuver; with the 
majority of shooting occurring at medium range (4-8 
hexes). As there is a bonus for the first shot off any 
broadside, long range sniping as the ships approach 
each other is rare. Usually, fire is held until "you can 
see the whites of their eyes". 


Miniature Ships 

There are various companies that produce sailing ship 
miniatures that can be used with Close Action. 
Portsmouth Miniatures, located on-line at 
home'.gte.net/jahunt, produces a complete line of 
miniatures and components, including ship models with 
paper sails, wooden ship bases, flags and pennants 
for ten nations involved in the Napoleonic Wars, 
and a 4'x6' game mat. The game mat has a hexagonal 
grid on it sized to fit the ship miniatures. 


The ships come in four sizes: single gun deck, small 
double gun deck, large double gun deck, and triple gun 
deck. Each ship comes with the hull molded as a single 
piece, four steel rods to serve as masts and a sheet of 
heavy paper with the sails printed on them. 


Assembly of the ships is simple with the included. The 
ships are mounted on the wooden bases that are 4" 
long, and the masts are inserted through holes in the 
hulls. The sails are cut out and then wrapped around a 
Pencil to make 
them blouse out. 
The sails are then 
fastened to the 
masts with clear 
silicone. This holds 
the sails, but. still 
provides enough 
spring to keep 
them from tearing. 


One thing to remember when assembling the ships is to 
make the pennants point toward the bow of the ship, for 
the wind is coming from the aft! 


Value 

Close Action is a fairly complex game in both rules and 
play. It can be daunting initially, with the plotted 
movement and gunnery, but becomes easier with 
repeated play. 


The game is very exciting and much of the thrill comes 
from the plotted movement. As your closing with your 
enemy, did your plan to rake him succeed or has he 
turned the tables? Or, even worse, have you misjudged 
it so badly that your ship collides with his? 


The game has very little solitaire potential; but plays 
well with just two players. The game really comes into 
its own, however, when there are multiple players on 
each side, each running their own ship. In this situation, 
the rules against player communication make things 
even more exciting! Did the rest of your flotilla heel to 
port as you turned to starboard? Are you now alone 
facing the guns of the enemy? 


The miniatures enhance the game tremendously. 
Flotillas of well painted ships make this game a definite 
player magnet when it is set up at game stores and 
conventions. 


Close Action retails for $48.00 and this gives you all the 
materials you need to play the board game. To play 
with miniatures is an additional expense. 

Ships run from $9.95 for a triple-decker to $4.95 for a 
single-decker; five bases sell for $4.95, a set of flags 
and pennants for 5 ships sells for $2.95, and finally a 4' 
x 6' felt mat with a hex grid sells for $40.00. 


A complete set, including Close Action, mat and two 
flotillas of 5 ships costs about $160.00. This provides 
enough ships to play almost all of the scenarios in the 
game or a pick up game for you and 9 of your mates. 


If you enjoy tactical ship games, or this period of 
history, then you should investigate Close Action. It is 
not a simple game and does take a bit to learn, but it is 
well worth it. If you have the urge to follow in the 
footsteps of Jack Aubrey and Steven Maturin or Horatio 
Hornblower, then make all sail for this game! 


J. Michael Tisdel 
jmt@jmichaelt.org 


Basics 

Cry H.A.V.I.C is the first game produced by Talon 
Games. It is a science-fiction skirmish level game 
that comes as a single 128-page soft cover 
rulebook. All of the interior artwork is black & 
white and most of it consisting of line drawings. 
There is no index, but there is a wonderful 
glossary is extremely detailed. 


Presentation 

| found the book easy to read and the glossary 
makes finding pretty much anything a breeze. 
There are lots of diagrams to make sure that you 
really understand the concepts presented in the 
rule sections and almost every weapon/armor 
entry has an associated picture. It also comes 
with a sheet of counters (to be cut out), a sheet of 
mission cards, a blank army composition sheet, 
and two reference cards, one for you and one for 
your opponent. Nice touch! 


Storyline 

The basic story spans about 500 years of time 
and takes up the first 20 or so pages. It’s a pretty 
decent read that has large corporations eventually 
becoming a very real threat to world governments. 
Lots of in-fighting ensues, corporate wars, 
corporate-government wars, space exploration, 
and weapon/armor advancement are all crammed 
in there. Even though | liked the storyline | think 
that a little too much was packed into the 500-year 
timeline. The Terran Federation, a multi-national 
military force, and the Ryuuza Imperium, a former 
part of the corporate side of things, are the two 
main factions in the game. 


The Forces 

Army lists and organizational charts for both 
armies are presented and laid out in an easy to 
follow manner. Each side has access to the same 
basic kinds of troops, but overall the Ryuuza 
troops seem to have a bit better armor, but some 
of their weapons have pack less of a punch than 
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their Federation counterparts. In addition to these 
army lists the game includes a complete build 
system to use any troops/miniatures that you may 


already have. What's even better is that the 
troops in the two army lists in the book follow the 
same build system. 


The Game 

Combat is resolved using d10’s (low = bad / high 
= good) and troops are rated in the following 
characteristics: 

Close Assault Value (CAV) 

Ranged Assault Value (RAV) 

Mental Assault Value (MAV) 

Defense Value (DV) 

Mental Defense Value (MDV) 

Damage Factor (DF) 

Action Points (AP) 

Action Class (AC) 

Movement Value (MV) 

Morale Value (MRV) 

Command and Control Value (CCV) and 
Combat Value Points (CVP) 


When you take damage (the Penetration Value of 
the weapon exceeds the Defense Factor of the 
model) you take points away from his Damage 
Factor. When this reaches zero you remove the 
model. All models have multiple Damage Factor 
points, so having wounded troops still taking part 
in the battle is likely. Really good shots and 
critical hits can cause extra damage. 


Everything that your troops do costs action points. 
You can move, shoot, etc... multiple times during 
a turn. Also, troops in heavier armor generally 
move slower than troops in lighter armor, but they 
also usually go later in the turn. 


There are no vehicles in the game, yet, but a 
supplement is mentioned that will include them. 
Right now, the closest thing to vehicles are MARS 
units. Oh, holy crap are these guys (well, robots 


actually) tough! They are designed to walk 
around the battlefield laying waste to anyone 
dumb enough to be hanging around. They are 
truly bad men! 


In a twist from most other sci-fi games ranged 
combat takes a back seat to hand-to-hand action. 
Now, you’re certainly going to want some pea- 
shooters in your army, but up close and personal 
is where you'll be doing most of your business. 
Power weapons will jack you up, and quickly! 
There are big guns in the game and they can put 
you in a world of hurt, but mixing blood and motor 
oil is where your troops will earn their pay. 


Theater of war 

As you read in the last paragraph, close combat is 
where most of the action in Cry H.A.V.I.C. will 
take place. Interestingly, the authors have 
included two weapon tables. One for ‘actual’ 
ranges if you are playing on a really large 
battlefield and a ‘modified’ table for regular size 
play areas. 


Miniatures 
Here’s a look at many of the figs from the Cry 
H.A.V.I.C universe. 


None of the minis had too much flash and all of 


Value 

At $19.95 the 
basic game is a 
good deal, 
especially when 
you. take into 
account that you 
can use any of 
your existing 
models to play 
with. The basic 
troops will set 


Variety to choose 
from. The assault 
and MARS. units 
are very nice, 


especially the 
Ryuuza MARS 
unit pictured 
below. 


You back $2.50 
each, which is not 
bad, and_ the 


larger models 
(assault and 
MARS units) 


range from $4.25 
to $5.95 each. I'd 
definitely say 
check it out, even 
if you're just 


looking for a new way to use some of your old 
toys. You can take a look at everything, including 
a demo version of the rules, at 


them cleaned up without much trouble at all. 
Right now there are not a lot of poses for each of 
the various troops. While the ones available are 
good looking figs it would be nice to have a larger 
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SLAVE PIT 


by Xavier Plasencia 
xavierp@home.com 


History: 

As you folks might have guessed by some of my 
previous articles | am a Dwarven General, and in 
particular, | tend to team my army as the Wolf 
Clan when playing Chronopia. As any general, 
one tends to experiment with units when they are 
learning a new game system. One of the many 
hard lessons | learned was that the Wolf Totem 
unlike his brothers does not fair that well in HTH 
(Hand to Hand). However they do one thing 
extremely well, protect the flanks. With 4 action 
and a move of 4 they are the fastest moving 
miniature in the game. With some protection, 
their chances in HTH _ combat increase 
dramatically. One of my favorite tactics is to move 
the totem behind a heavy armored unit, once the 
heavy armored unit gets in HTH the wolf totem 
can finish the remaining enemy. Remember that 
the size 2 of the totem does not protect you from 
being shot at. However the number one reason | 
field wolf totems is for the physiology factor. 
Totems are feared and get a lot of attention from 
opponents. | equate having a totem on the flanks 
is like having a rook controlling a column in chess. 
Due to the threat, your opponent cannot move 
freely and must always worry about my flank 
attack. Naturally this tactic is not unique to Wolf 
totems, but the wolf totem is an ideal piece 
because if its actions and speed. 


Since no miniatures existed for the wolven totems 
| Initial used the hell hound dogs from Ral Partha 
as wolven totem proxies. The blister pack, | felt, 
was perfect | came with two double-headed dogs. 
Since | always took two totems, one for each flank 
the blister size was just right. In addition the 
miniature was very nicely sculpted and with a 
good paint job, they looked stunning. My only 
complaint was that it did not produce the correct 
physiology factor. Everyone | played Chronopia 
with laughed at the pathetic size of my wolven 
totems. | knew that if my totems were to get the 
any respect they deserved | would have to create 
an intimidating figure that would have its presence 
felt throughout the battle. 


WOLF TOTEM 
CONVERS/ON 
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That lead to the conception of the "Wolf Totem 
Conversion". One good thing about Chronopia is 
that no picture(s) of a wolf totem existed, making it 
impossible for anybody to have a reference point 
on how the unit should look. The only description 


given was in the army list. Therefore the only 
constraint | had was that the miniature must 
represent a size two model and must have two 
heads. This gave me a lot of freedom to choose 
what miniature | wanted to use when creating my 
conversion. Some possible candidates could 
have been the bipedal Wolven miniatures created 
by Rackham, or any werewolf looking miniatures 
such as the Ravenloft minis created by Ral 
Partha. 


However, | had always pictured the Wolven Totem 
to be a huge two-headed dog. | envisioned the 
Keeper grooming and training the Wolf Totems 
much like medieval lords groomed their dogs of 
war. 


Now the trick was to find a miniature that looked, 
as much as possible to the description | gave 
above. 


Finding the right model: 
One day by chance, when | was surfing Reaper’s 
web site (http://www.reapermini.com) | came 


across Sandra Garrity's version of "Cerbus, the 
Gate Keeper of the Underworld" 


(see Fig 1). Reaper calls it", the Gate Keeper" for 
short. Although | knew it was not exactly what | 
was looking for, it was a very nice looking 
miniature and with a little work | knew | would be 
the perfect Wolf Totem. 


Envisioning the Changes: 

An exercise | do when | am about to convert the 
miniatures is what | call "Envisioning". This is the 
act of picturing the miniature with a new look 
and/or pose. The new form the miniature will take, 
if you will. "Envisioning is described in the steps 
listed below. 


1) Assemble as much of the miniature as possible 
by hand. 

2) Study the miniature by looking at it from 
different angles. 

3) Close your eyes and get a mental picture of the 
altered miniature. 

4) When you open your eyes you should see the 
changes required to make the conversion 
complete. 

5) Optional: Write down the changes so you do 
not forget. 


If the changes do not come to you, repeat steps 1- 
4 until they do. | normally do this exercise 3 times 
before | get a good fell as to what changes | will 
need to make. | also strongly recommend you do 


this exercise before any cutting occurs, sine it will 
be more difficult to envision the required changes. 


There were four things about the miniature that 
had to change. The first thing was the extra head. 
If you recall you Greek history, Cerbus had 3 
heads, Sandra was good enough to remember 
this detail. The second thing was the snakes on 
the back of the beast and the snake-like tail. The 
last thing that | felt had to change was the pose. 
The original model was too static. | wanted the 
Wolf Totem to look very dynamic and capture the 
moment before the attack. | chose the leaping 
stance since it was in line with the totems leap 
special ability. 


Assembling: 

Before any assembly took place, | had to remove 
all of the pieces that would not be included as the 
final product. This was the third head (see Fig 2a), 
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on the back. 


used a_ hobby 
saw to 
accomplish the 
task. | also 
removed the third 
head from the 
snakes in case | 
ever needed 


another head or a 
swarm of snakes 
(see Fig 2b). 


The next part was to remove, or bend the pieces 
in order to change the miniatures pose from 
standing to leaping. Since the metal used by 
Reaper is pewter, and very brittle pewter at that, 
bending the legs would not be an option. | would 
have to sever the upper left leg and reposition it. 
The bottom left leg would be cut 360deg around 
the leg until a thin tread of metal was left in the 
center of the leg (see Fig 3a). 


At that point the leg was bent down so that it lay 
parallel to the bottom right leg (see Fig 3b). 


Now it was time to work on the front left leg. 
Using the hack saw, | sawed at the joints until a 
thin, but durable strand of pewter was left. The 
purpose of this exercise was to allow me to bend 
the arm out (see Fig 4b). 


For the war totem | used a technique called "pins". 
Using pins is when thin wire and glue fasten two 
pieces of a miniature. The thin wire adds 


additional support and hopefully prevents the 
miniature from falling apart once it is assembled 
and painted (see Fig 4a, Fig 4b). 


Holes were 
drilled on the 
body and glue 
was applied at 
the joints. Fig 5 
is the assembled 
miniature without 
epoxy. 


Once the totem 
was glued and 
dried, it was 
mounted on a 
Ral Partha paint 
bottle filled with 
sand. The sand 
was added to 


keep the 
miniature from 
tipping Saeea Sci 


over too easily (see Fig 6). 


Applying the putty: 
The putty was 


applied in two 
phases. The first 
phase was the 
filler stage. This 
is where putty is 
applied to all hole 
are filled in (see 
Fig 7a). 


Some examples would be filling in the joints, 
adding a backbone in place of the missing head / 


snakes. It is important to leave room for another 
thin layer of putty 
when the _ first 
phase is being 
applied. One 
should wait from 
3hrs_ to day 
between _ layers 
of epoxy. | tend 


to wait a day 
since it is easier 
for me to pick up 
the next day after work than to wait until the late 
hours of the night. The second phase is purely 
cosmetic. This application will fill in the final 
holes and allow the sculpture to blend in the putty 
with the mini’s 
surface. In my 
case the _ final 
layer would take 
the form of fur, 
lots of it (See 
7c). 


| also used 
putty to fix the 
collar that was 
mangled when 
| cut of the 
third head. See 
Fig 8a. 


You might 
have noticed 
that the _ tail 


has been removed. | thought that the totem would 
look much more like a dog of war with a short tail 
than a longer tail. 


Painting: 

When possible | 
then to say away 
from painting with 


black. Black is 
difficult to 
highlight, boring 
to paint with, and 
it tends to hide 
the details. 
However | just 


cannot picture a 
Wolf Totem any 
other color but 
black. So 
reluctantly | went 
with black. Fig 9a 
- 9d are different 
angles of _ the 
completed 

miniature. 


Equipment: 
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Magic Sculpt Epoxy 

Hobby Saw 

Sculpting tools (see listing below) 

Sand Paper (regular grain and small grain) 
Supper Glue 

Cerbus Gate Keeper miniature. By Reaper 
Miniatures, sculpted by S. Garrity ID # 02172 


Khe wolt we 


Additional sculpting tools: 

The items listed below are the items | used for 
applying and molding the epoxy. 

© Dining Toothpicks. 

© Diamond(TM) Sandwich Toothpicks. 

® Petroleum Jelly 

© Exacto Knife, with a needle. 

® Exacto Knife and blades. 


The needle is a perfect choice for adding fur/hair. 
The fine tip of the needle creates the fine grooves 
that simulate hair very nicely. The Sandwich 
toothpicks are nice since one side is pointy, and 
the other side is a square. The square side can 
be used to push the epoxy into cracks or create 
large grooves in the epoxy. Using the pointed 
side can also achieve the same affects, but is 
more difficult and time consuming to accomplish 
the same task. Lastly you might be wondering 
why | use two toothpicks instead of one. The 
dining toothpick's point is smaller than the 
sandwich's point. The size happened to be 
perfect for creating groves to represent muscles. 


Xavier Plasencia 
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Back by popular demand we have _ another 
Confrontation battle report. | decided to try 
something a bit different this time so we'll be 
going with a three-way fight between me and two 
of my regular Confrontation opponents, Michael 
and Christopher. We will be playing with 200- 
point armies on a 4’ x 4’ board with a randomly 
generated scenario. 


I’m feeling pretty good about how my Barbarians 
did against Michael’s Undead in the last report so 
| have decided to stick with them. 200 points 
could end up buying me quite a few troops if | 
decide to stay away from centaurs, minotaurs, 
and other expensive character models. | 
desperately need some missile support so to start 
things off I’m going to buy two Alahan Archers as 
allies. They cost me 34 points. Next I'll take care 
of my heavy hitters. | take one of each of the 
Barbarian Giants. The one with two swords 
comes in at 35 points and the one armed with a 
halberd costs 32. Next up are a group of three 
Fiannas. At 14 points each | have now spent a 
total of 143 points. Two Berserkers set me back 
38 points and two Barbarian Warriors, at 9 points 
each, bring me up to 199 points. 


With several models with War Cry and Frenzy | 
can hopefully wreak some havoc in the ranks of 
the enemy, allowing the giants to wade in and kick 
some butt. 


Christopher’s Army — Long Live Gob Power!!! 


Picking my army for this battle report was fairly 
easy. | have fielded my goblins on many 
occasions and have developed a theory that 
seems to work. Lots of cheap goblins supported 
by two or three bigger characters. In a 200-pt. 
game | will probably not outnumber my opponents 
by much, but | will have some bigger stuff on the 
table. 


To start with | chose my usual core troops: 3 
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Goblins with balls. They cause fear when they 
charge, and can frenzy for three attack dice if they 
do not defend. To compensate for these abilities 
the ball goblins have no armor giving them a 
toughness of 1. Ouch...of course they are only 8 
points. If | had six | would take them, but alas | do 
not. | followed this up with the purchase of three 
goblin Spearmen. At 6 points apiece | don’t 
expect much, but they help support and soak up 
hits. The goblins suffer from horrible courage 
value and have a tendency to run from anything 
that says boo. To combat this | took a full 
command section. Azoth the cheat would lead my 
army. He is a mere 29 points but adds a much 
needed discipline value as well as his courage. 
The standard bearer and the musician further 
enhance these two stats. (He’s cute...now many 
people can use the word cute to describe their 
armies?) Azoth also has the benefit of being 
pretty good in hand to hand. At this point | have 
spent a grand total of 88.5 points and have nine 
goblins on the field. | toyed with the idea of the 
troll on this game. At 99 points he is a bad man, 
but he would be half of my army that could be 
killed with one shot 1 out of 36 times. | opted for 
speed: 1 Strohm Goblin on a rat (Chevalier 
Strohm). For 44 points he can run and charge 40 
cm. He has a force of ten on a charge and a very 
un-goblinlike toughness of eight. He is to pick off 
any guy that is out on his own, or to hunt down 
any archer that is bothering me. To keep up with 
him | took the Psycho mutant with bat wings. He 
is 46 points after his hysterical flight spell. He is 
fair in hand to hand, causes fear, and has a move 
of 15 cm, 30 cm on acharge. His spell allows him 
to fly off the board and charge at will. My last 21 
points went to a Strohm Goblin on foot. He has a 
fair toughness and is still not too expensive. 


Michael’s Army 
So, it's to be a 200 point 3-way battle, and I'm 


taking my Griffons. Mark will be bringing his 
Barbarians and Chris will be bringing his Goblins. 


| expect either one to be pretty nasty. 
Chris is very good with his Goblins; 
having mastered the "collapse the 
line" tactic. Mark's Barbarians are 
definitely hard forces to face. | think, 
then, my strategy will be "let's you and 
him fight". 


First off, I've just finished painting up 
my Fusiliers. These are very good 
sniping troops, with the best range in 
the game. Sniping fits perfectly into my 
battle plan, so I'll take 3. Now, to flesh 
out the rest of my force. | definitely 
want to take some hard-hitting troops -- 
3 Templars will do nicely. They've got 
good armor to stand up to a fight and 
with their "berserk" ability, they can be 
very 

nasty in a_ fight. However, they're 
expensive, so | want some troops to 
support 'em. I'll take 4 Griffon Lancers 
in two sets of two and 
support them with a musician. The 
musician will give me 5 effective 


Lancers AND the musician adds 1 to my discipline 
tests. That gives me 200 points. exactly. 

I'll deploy my troops in a tight group -- the 
Lancers will form the front line with the musician in 
the middle, the Templars will be deployed behind. 
The Lancers will engage the enemy first and then 
the Templars will swoop in and win the combats. 
The Fusiliers will be detached. They will snipe at 
targets of opportunity; I'll try to fire into melees 
between the Goblins and Barbarians. The whole 
force will move forward and I'll try to time it so | 
can charge in just as the Barbarians and Goblins 
are counting their casualties. 


Before deploying troops we rolled up a random 
mission and found that to win you would need to 
completely wipe out an enemy army, and do it by 
the end of the 5" turn. That's a pretty tall order. 


After determining the scenario we deployed troops 
and got ready to rumble. The brown sections of 
the map are rocky outcroppings. 
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Yellow circles are large plants and the multi- 
colored green ovals are hills of various levels. 


The map of initial deployment above shows that 
Michael is, probably wisely, being a_ bit 
standoffish, while Christopher and | are facing off 
for a bit of bloodletting. 


Michael’s Griffons are in assembled in a fairly 
strict, well for Confrontation anyway, formation 
with his Templars just a bit in front of his 
Spearmen and Musician. The Fusiliers have 
formed a firing line on top of a small hill. Surely 
they mean no harm to my Barbarians, yeah right! 


Christopher’s mighty short greenskins are set up a 
bit more uniformly than you might imagine for a 
group of hooligans, but he has been playing them 
for a good while and has really learned how to 
exploit their strengths while minimizing their 
weaknesses. 


My guys are kind off all over the place. I’ve 
spread them out in the hopes of different models 
being able to support each other and not having to 
commit whole groups of one troop type to any 
single fight. 


Michael ended up with the Discipline for the first 
turn and movement went in the following order. 


Barbarian Giant with Swords — Moved up the 
center hill. 

Barbarian Giant with Halberd — Moved up the 
center hill. 

Griffon Fusiliers — Stood still. 

Barbarian Fiannas — Ran up towards the Goblins. 

Griffon Spearmen — Moved up towards the center 
of the table. 

Goblin Musician — Shifted over a bit. 

Griffon Templars — Advanced into a position 
behind the Griffon Spearmen. 

Griffon Spearmen — Advanced up with their 
mates. 

Alahan Archers — Got down off of the hill and 
moved towards the eastern edge of the board. 

Strohm Goblin — Being a shifty git, he shifted over 
some. 

Barbarian Berserkers — Throwing caution to the 
wind they also headed towards the Goblin 
line. 

Goblin Standard — Also sidestepped a bit. 

Goblins with Balls — Moved over to make a move 
on the advancing Barbarians. 
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Goblin Spearmen — Took the high road 
up onto the center hill. 

Azzoth — Followed the Spearmen’s 
lead. 

Mutant Goblin — He sticks close to the 
rocks and moves up. 

Barbarian Warriors Follow _ their 
brothers and sisters towards the 
greenskins. 

Griffon Musician — Keeps in line with 
the Griffon Spearmen. 


Strohm Knight — Charges into a 
recently advanced Barbarian 
Fianna. 


In the shooting phase the Griffon 
Fusiliers took three shots at the 
Barbarian Giant with Swords that was 
jogging up the hill. All three shots 
missed and the Giant flipped them the 
bird. The Alahan Archers let some 
arrows fly into the hand-to-hand 
combat between the Strohm Knight 
and the Barbarian Fianna, easily 
willing to take achance of hitting the 
shapely lass, but their shots also missed. 


The hand-to-hand phase started off with the 
Strohm Knight facing off against the Barbarian 
Fianna. The Strohm Knight won the Initiative and 
proceeded to hit her twice and make an awful 
mess of her as he killed her. A follow-up move 
took him into one of the Barbarian Berserkers. 
The ensuing fight saw some amazing rolling on 
Christopher's part as he sustained his defense to 
soak up all of the Berserkers hits. The Knight's 
returning blow stunned the Berserker. 


Michael definitely took the first turn easy, seeing 
who was coming his way and not over-committing 
himself or spreading himself thin. 


Christopher and | headed straight into each other 
and even though he got off the only charge | went 
in with a little more impetus and am hoping for a 
good draw of the cards to press into the Goblins 
before they can overwhelm me. 


be somewhat 
My 


Ranged fire looks like it will 
suppressed due to the layout of the table. 
archer allies suddenly seem less than useful. 


Turn two, which can be seen to the right, 
had some more action as the Goblins 
and the Barbarians mixed things up 
some more. Christopher won the 
Discipline for the turn and movement 
went as follows: 


Barbarian Berserker — The one not in 
combat found himself there once he 
charged the Strohm Knight. 

Griffon Templars — They continued their 
disciplined, if slow, march towards 
the central hill. 

Barbarian Fiannas — The two surviving 
women charged the Strohm Knight 
intent on extracting some revenge 
for their fallen sister. 

Griffon Lancers — Still moving towards 
that hill, not in any kind of hurry. 
Barbarian Giant with Swords — Comes 
back down the hill after seeing that 

there are no berries to pick. 

Goblin Spearmen — They come back 
down off of the hill too, also 
disgusted at the lack of berries, and 
form a line in front of the Barbarians. 

Goblin Standard Advances towards 
Barbarians. 

Griffon Fusiliers — Seeing that they will soon be 
out of range of anything they come down off 
of their hill and move up. 

Alahan Archers — They continue to move up in an 
effort to get some shots at the Goblins. 

Strohm Goblin — Charges the lead Barbarian 
Warrior. 

Griffon Musician — Stays in line with the Griffon 
Spearmen on their 5-year journey to the 
center of the universe, | mean battlefield. 

Mutant Goblin — Charges a Barbarian Warrior. 

Goblin Musician — Taking up a position around 
the Standard Bearer. 

Griffon Spearmen — Still heading for that hill. 

Giant with Halberd — Finds a few daisies, but no 
berries, so he also comes down the hill. 

Azzoth — Moves up, ready to get down and dirty. 

Goblins with Balls - Two charge a Berserker and 
one heads into a Barbarian Warrior. 


the 


In the shooting phase the Mutant Goblin 
teleported out of combat and off of the board. 
The Griffon Fusiliers found that they were out of 
range of anything and the Alahan Archers took 
two shots at Azzoth, but missed. 
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The hand-to-hand combat phase started with the 
lone Goblin with Balls and Strohm Goblin facing 
off against a Barbarian Warrior. The exchange of 
blows ends up with a Critical wound to the Warrior 
and a Serious wound to the Strohm Goblin. 


The two Goblins with Balls both Frenzy on the 
Barbarian Berserker and kill him very easily. They 
follow-up to one of the Fiannas, frenzy again, and 
kill her too. 


To finish off the round the Strohm Knight tries to 
fight off a Fianna and a Berserker. As both of the 
Barbarians Frenzy Christopher is sure that the rat- 
boy is dead, but somehow he survives. The 
combat ends with the Strohm Knight and the 
Fianna both sporting critical wounds. 


Well, more Barbarians fall to the ground and the 
little green ankle-bitters find a way to keep 
themselves alive. | am very quickly going to find 
myself overwhelmed and any backup in the form 
of the Griffons seems too far away. 


Oh, today is going to be a long day. 


Spearman 


Azzoth 


Goblins 
with Balls 


Turn three had Michael winning the Discipline 
(Can't | catch a break here! Mark) and movement 
dropped off a bit as we’re seeing more troops 
engaged in combat. 


Goblin Standard — With a belch for a war cry he 
waves his scary flag around and charges a 
Berserker. 

Griffon Fusiliers — Seeing all of their targets start 
to disappear behind the central hill they run 
towards it in the hopes of finding something to 
snipe. 

Goblins with Balls — Each Goblin charges one of 
the Barbarian Giants. 

Griffon Templars — Maintain their course towards 
the hill, but pick up the pace a bit. 

Mutant Goblin — Swoops down and charges a 
Barbarian Warrior. 

Goblin Spearmen — They hastily pick out targets 
as one charges a Berserker and the other two 
each charge a Barbarian Warrior. 

Griffon Spearmen — They break into a brisk jog as 
they head towards the sound of humans 
perishing on the other side of the hill. 

Goblin Musician — Charges a Berserker. 
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Griffon Musician — Same tune as 


last turn. 

Alahan Archers — Continued to 
move up, looking for better 
shots. 


Griffon Spearmen — Still movin’ on 
up to the east side to that 
deluxe apartment in the sky. 

Azzoth — Charges the Barbarian 
Warrior that is tied up with a 
Mutant Goblin and a Goblin 
Spearman. 


With the Fusiliers running they were 
not able to take any shots this turn. 
The Alahan Archers had their eyes 
on skewering the Strohm Knight 
and even managed to hit him, but 
with what seems to be par for the 
day he suffered no damage. 


In hand-to-hand one Barbarian 
Warrior was getting ganged up on 
by a Goblin with Balls, a Goblin 
Spearman and the Strohm Goblin. 
They pound the human into jelly 
and take follow-up moves. 


The fight between the other Barbarian Warrior 
versus the Mutant Goblin, the Strohm Warrior and 
another Spearman comes out pretty much the 
same as his guts get spilled all over the ground. 
More follow-up moves make me want to cry. 


The Mutant Goblin followed-up into the fight 
between the Fianna and the Strohm Knight and 
guess what, you guessed it, she dies too. The 
Strohm Knight heads over to the remaining 
Berserker. Mercifully, the Mutant Goblin is done 
for the turn. 


The last Berserker, probably already seeing 
visions of Valhalla, miraculously survives his 
encounter with the Strohm Knight, the Goblin 
Standard, the Goblin Musician AND a Goblin 
Spearman! 


Azzoth and one Ball Goblin beat the hell out of 
one Giant and the Ball Goblin follows-up into the 
other Giant and helps the last Ball Goblin and a 
Goblin Spearman take him apart. 


OK, | think | can go the rest of my 
life without ever jumping on a bike 
with no seat because _ what 
happened to me last turn must be 
really close to that feeling. Holy 
crap! If my guys weren’t already 
dead they would have to _ Kill 
themselves out of sheer 
embarrassment. Not one dead 
Goblin, argh! 


The dice decide to throw me a bone 
and | win the Discipline for turn four. 
Oh joy. What limited movement 
there is plays out like this. 


Griffon Templars — Moving on up the 
hill. 

Griffon Spearmen — Ditto. 

Griffon Musician — Ditto. 

Griffon Spearmen — Ditto, again. 

Strohm Goblin Seeing more 
humans to kill on the hill he 
starts heading up. 

Goblin Spearmen — What, more 
humans to kill up there, wait for 
me. 

Goblins with Balls — Did you say humans up there 
that need us to liberate them from their lives, 
count me in. 

Azzoth — You get the idea. 


In the shooting phase the Mutant Goblin tries to 
teleport again, but fails this time. The Alahan 
Archers both miss when trying to shoot into a 
hand-to-hand combat. They cannot even hit a 
bunch of guys (friend or foe) who are fighting 
each other and not even trying to get out of the 
way of an incoming arrow. Oh, the horror. 


Deciding that they are done playing around with 
the Berserker, the Strohm Knight and his new 
entourage hack him up into hamburger. 


So all | have left are allied archers and | have to 
kill off an entire army before the end of next turn. 
My odds are about a million-billion-gazillion to 
one. So I’ve got a chance, right.. Maybe if the 
earth suddenly opens up and the Barbarians that 
fought back the undead from last issue decide to 
show up. Otherwise I’d say that I’m fairly 
screwed and the archers would be best off 
heading for home. 
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The fifth, and final, turn starts off with Christopher 
winning the Discipline test. With lots of dead 
Barbarians littering the battlefield there’s quite a 
bit more movement going on. At this point | am 
way out of the game and need to keep at least 
one Alahan Archer alive to keep either Michael or 
Christopher from winning the game. If one of my 
archers dies and either Christopher or Michael 
finish off the last one they will win the game. As 
odd as it sounds Michael can actually win the 
game by killing either my last, or both of my 
archers. In this three-player game we interpreted 
‘wiping out an enemy army’ as meaning the one 
that finishes them off. That could lead to a sneaky 
player taking his time to come across the board in 
time to fight a little and then maybe shoot some 
poor unsuspecting archer who is just trying to get 
home to his’ kids and_ wife...pregnant 
wife...pregnant with twins. Oh, for pete’s sake run 
man, run like the wind! 


Strohm Goblin — Moving across the hill. 

Strohm Knight — Charges one of the Archers that 
is trying like hell to get away. 

Griffon Spearmen — Move farther up the hill. 


Griffon Templars Same as the Griffon 
Spearmen. 

Griffon Spearmen — Hey, there’s goblins over 
there. Come on guys. 

Goblin Spearmen — One charges the Alahan 
Archer that is already as good as dead 
because the Strohm Knight is on him while 
the other gets it on with a Griffon Spearman. 
Oh, that sounded bad. 

Azzoth — Headin’ up the hill. 

Alahan Archer — Running 
tomorrow. 

Goblin Musician — Heads for the high ground of 
the hill. 

Goblins with Balls - One moves a bit up the hill 
and one charges a Griffon Spearman. 

Goblin Standard — Runs to get to the hill. 

Griffon Musician — Follows behind the Griffon 
Spearmen. 

Griffon Fusiliers — They hold their ground in favor 
of more reliable shots with their muskets. 

Mutant Goblin — Charges the other Alahan Archer 
that just wants to go home. 


like there is no 
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In the shooting phase one of my 
Archers takes a shot at the charging 
Strohm Knight and hits, but fails to 
wound. Michael orders one of his 
Fusiliers to shoot into the combat 
between the Mutant Goblin and my 
other Archer. This shot goes astray. 
His other two shots nail one of 
Christopher's Goblins with Balls and 
drop him on the spot. 


The hand-to-hand phase starts off 
with one of my Alahan Archers 
standing his ground against the 
Mutant Goblin. | leave the combat 
with a critical wound, but also deal a 
serious wound to the beast. 


The Strohm Knight, Goblin Musician 
and Goblin Spearman do a number 
on my other archer, reducing me to 
one living model. 


The fight between a_ Griffon 
Spearman and a Goblin with Balls 
results ina dead Gobbo. At least | 
can take some satisfaction that at least one little 
green SOB won't be making it back to camp. The 
Griffon follows-up into another Goblin with Balls, 
but gets dealt a serious wound for his trouble. 


The Goblin Spearman versus the’ Griffon 
Spearman turns out to be more like a slap-fight at 
an all girls school. Both are left standing. 


And so it ended. 
Christopher’s Contemplations 


Man that was fun. All in all my goblins did great. 
They (along with some blessings from the dice 
gods) killed all of Marks barbarians except that 
archer without a_ single casualty from _ the 
unwashed humans. | did however have some very 
hurt guys, which meant | could not have taken 
down Michael’s troops as well had the scenario 
called for extra turns. They put up a good fight 
though. Keys to remember when fighting with a 
horde force. First, group up. If you win the 
discipline, choose to fight the combat where you 
will probably kill someone and follow-up into an 
unresolved combat. Second, take a big guy 
(around 50 points) or two if you can afford it. 


These will tie up troops (Strohm Knight) so that 
the horde can reach them, and these also help 
take other big nasties down. A goblin spearman 
has a force of 2, good luck with that against 
something like a minotaur. Third, when in combat 
roll the big guy’s dice first. He can severely hurt 
the enemy and the little peons can bump them 
over the edge to death. Fourth, stay together. 
There is strength in numbers and weakness 
without. If your enemy can pick the fights he will 
win. Fifth, the reinforcement ability rocks, even 
though it didn’t come into play in this game. Keep 
your troops near your table edge to maximize its 
benefits. Confrontation is a great game. It is lots 
of fun, and the randomness of the cards keeps the 
game lighthearted and fun. It does not, however, 
lend itself very well to multi-player play. _ It 
complicates the game tremendously, more so 
than most other games. In retrospect my plan 
worked better than | had thought. If Michael had 
come over that hill sooner then it would have 
gotten very interesting very quick. 


Mark’s Musings 


That went so far away from the plan that it must 
have started coming back around again. Did you 
happen to catch the brutal beating that | took? 
Well, my plan of being able to have different 
models support each other went straight out the 
window and my rather low Discipline scores didn’t 
help matters. Even in a small point value game 
such as this taking even a low-level character is 
really needed just to get a decent chance to win 
the Discipline. The Alahan Archers turned out the 
be a bad choice of allies. | think that their points 
would have been spent better on a either a 
Barbarian Hunter or maybe Cron. | would have 
had to shave some points elsewhere too, but 
considering that the archers did nothing, anything 
else would have been better. 


When | originally wrote up my army list | 
considered, rather heavily actually, taking a 
Minotaur and loads of Barbarian Warriors. | could 
take 11 Warriors on 5 cards and the big guy and 
just charge headlong down the field. I’m not sure 
if it would have turned out better, but | bet Michael 
and Christopher would have both gasped when | 
put him on the table. 


Even though | got spanked | did have fun playing 
this game even. Playing with Michael or Chris 
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is always fun, more because of the company and 
camaraderie than anything else. We found a 
couple of problems with multi-player Confrontation 
however. We did not run into the normal multi- 
player problem of two players ganging up on the 
third and then fighting each other after they wipe 
him out. The regular scenarios and turn limits 
don’t lend themselves well at all. | would not turn 
away from another Confrontation multi-player 
game, but | would definitely change how some 
parts are played. A simple ‘King of the Hill” game 
would have been better, especially since we're in 
Texas! Everyone rushing for the top of the central 
hill to claim an artifact would have gotten all three 
of us into the fight much more quickly. A little 
tweak like that might be all that is needed to turn 
around the multi-player aspect of the game. 


Michael’s Memoirs 


Five turns wasn't enough. Mark's forces were 
almost totally wiped out and Chris' Goblins were 
without significant casualties. As the game ended, 
| was holding the top of the hill to force Chris to 
charge up at me. With our house rule for terrain 
rule of % movement rate going up and full rate 
going down, holding the crest would allow me to 
force the combats. The Fusiliers were a 
disappointment though. While they have the range 
to fire across 2/3 of the board, and more once 
they are deployed, but always having to roll a 6 
followed-up by a 2+ to hit means that they usually 
don't do any damage. 


Chris and | did continue playing for another two 
turns, even though the scenario called for 5, just 
to get some more fighting in between the Griffons 
and the Goblins. At the end of these other two 
turns, | had managed to destroy about half of 
Chris' forces, including the Mutant Goblin with 
only the loss of a single Griffon Templar. 
However, many of my figures were seriously or 
critically wounded. 


All in all, it was a fun game. The general 
consensus was that Confrontation does not lend 
itself to well to multi-player games. Next time we'll 
try a four-way game with two allied forces. 


